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A note from the designer. . . 



Dear Friend, 

When considering the vast network that makes up our 
Air Traffic Control System. I was challenged by the opportunity 
of bringing to life on your home computer the unique job of 
being an air traffic controller. 

Developing an easy to use, and frankly, the most realistic 
simulation available, turned out to be a challenging and highly 
enjoyable task. 

I denned this simulatkxi vrith state-of-the-art software 

speech techncriogy ttiat adds another 
dimension of raalim (you actualty 
hear the communlciiMon between 
the tower and the aircraft) to the 
simulation Playability and user 
inU^rtfico IS greatly improved 
through the use of a new 
icon based control area 
display map with 
joystick control. 

ThissimulaSon 
isthaptoductof 
monttttofwoilc: 

programming, research and 
testing It has onegoal — to hava 
fun and to experience all the 
action, excitement, and pressure 
of an air traffic controller! 

While you're working your 
shfft at one of the nation's busiest 
aifports, 1 hope you'll find the 
same fun and excitement that 
IVe had in designing this 
simulation. 
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I PROGRAM r/IANUAL 

A. OVERVIEW 

Air Traffic Control is one of the 
world s most demar^ding professions 
Every minute in the tower a Controller 

isc^led on to make IHe or death ded- 
tions for thousands of pBssengwB and 

crewmembers. He or she must control 

a conslantly changing situation; moni- 
toring flight departures and arrivalSn 
guiding planes around bad weather, 

mountainous terrain, and restricted o^/tulj^ -tc-r 

flight areas; coping wfth fuel emer- BQblNQ /Sf 

gencles.slow plar>es. andfastjets (Including the supersonlcCoTKorde), In this 

fast-moving environment, even the slightest miscalculation can lead to a 

dangerous near-miss or m<d-air disaster' Airirafficcontrolisnolforeverybody: 
to succeed you must havesuperbconceniraiion, quick wits. and nervesof steel. 

KENNEDY APROACH gives you a chance to test your mettle. How well can 
you handle the piBSSure and responalbtllty? Laem the ropes by working tfie 
graveyard shift at Atlanta International, and then vrark your wqr up to prime 
time at John R Kennedy Intematkmal. Happy Landlngsl 

B. LOADING INSTRUCTIONS 

1. COMMODORE 64 

The joysticfc should be ptaced m {oyaliofc port #2 (nearest tha beck of ttw 

computer) 

Place the program diskette in your disk drive Type LOAD '* ",8, l.The 
program will hoot automancaliy !_eave the disk in the drive 

2. ATARI400/800yi200/BOOXL/130XE REMOVE ALL CARTRIDGES 

Place the program diskette in your disk drive and torn on your computer. 
The program will boot automatically Leave the disk m the drive 
The joystick should be placed in joystick port «1 (nearest the back ot the 

computBT). 

NOTE MaM sura to turn up the voluRW control Ofi your TV or 
be tuned ti < 'hr t rifHc Control radio fiequwKy. 

C. OPTIONS 

When the simulation has loaded, you will first see the main option screen. 
Here you can select between showir>g a demo Mype "D"), showing an instant 
replay of a scenano that you have previously saved on your own disk (type' R"), 
or playing a new game. 11 no selection \s made within 60 seconds, a demo is 
shown automatically. 

To play a game you mittt select a skill level from 1 (easiest) to 5 (most 
difficult). Itleagoodldeatoetart with the easy levels in ordertogainexperience 

with the STmulation. The more difficult levels will put you right into heavy traffic 
situations with no margin for error The level is selected by typing a number 
from 1 to 5 or by moving thepystick up or down and pressing thetngger. 
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OnceyouhavBChosenaskill level you will be offeiBdachoiceam^^ 
cKieBatwhichtovrortc The selection presented to you is dependent on the skill 

level you have chosen The different metropolitan regions are described in the 
map section of this manual Choose one by typing the corresponding number 




D. CONTROL TOWER ACCESS CODES 

Before yoLrr first shift, you must enter the proper password in order to log on 
to the air Tr.iltfcc control computer system The computer will present you with 
a number, and you must consult the password tables located throughout this 
manual for the word that corresponds to it for your computer. 

It is very important to get the correct password fof your computer in order 
to gain accm to the sytfem. lype the access code, press RETURN, and 
you're ready for your flrst shift as an air traffic oontroHer. 

FOfl£X>*MPLE;(fth*CC¥q>ulsrdiaplay*''Em-EB COMPUTER ACCESS CODE N^^^ 

^iau would conaulltlisCoBliMlirAccws C ods [to 

prswnenjRN. 





COMPUTER ACCESS C( 




COMPUTER ACCESS 
CODE NUMBER 


1 


2 


RESPONSE 


C-64 


DME 


VOR 


ATARI 


FAF 


ADF 



IMPORTANT If you not enTer the correcT response the Simulation will dlap*^aB«fror 
message and you wiil beunaDteloconlrol Uie aircraft in ihe sirr^ulatjon. 
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II STANDARD OPERATING 
PROCEDURES 



A. VISUAL DISPLAV 

I.CCWITOLAF^MARThe largest sectkin of the simuM 
Controt Area Me^. The Control Arm Map is designed to provide you with the 
stale ot the art computer graphic representation of !he information provided 
real air traffic controirers Kennedy Approach's display improves on the old 
technoiogy, round radar screens, by providing pseudo3-dimensional icons 
Of aircraft with direction, altitude, and flight path infonmation for the entire area 
you are controlling on one IntegiBted screen. 



COMMAND IINE 
ALARM MESSAGES 
SHIFT TIME ClOCK 



PtANEiD NUUBEfi 

nm LFTBtWMNE ORIGMAT10N POINT 

FIRST LFTTTHOFPUWE KSTtNATlCN POfNT 

PlMEAUiniDE NORMAL AJR TRAFF^ UWES^ 



10:55:32 



10 
ORIG 
□EST 
ALT 



L 


P s 


YZ 


A 


A M 


PJ 


C 


L A ' 


JC 


3 


4 4 






CURSOR 



AlftPOR! 



'**"*^wSifS *PPfiO«HVORTOWER 



(1 ) THE DOT QB\D: A grid of dots one mile a^nvt is superimposed over the 
ground to aki in navigatkHi, The bright dote denote norrnal air traf^ 

(2) AIR TRAFFIC FEATURE& Bltrance and exit fbcat (places wheretiiGrafl 

routinely enter and leave your area) are labelled, asareairports. On the 
approach side ot each airport isa VOR lower Tncommg planes hold 
(circle) around this until they are cleared to Land. Aircraft that are larKltng must 
approach from this direction. 
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(3) THE PLANES: TberearethradtypascMititf in KENNEDVAPPRQACH: 

light planes Jet airliners, andthesupe rsonic Concorde. Ughtplanesaresmalter 
than jel airliners, and the Concorde (s distinguishable by its drop-nose and 
delta wings. The direciion a plane is pointing indicates its direction of travel 
(which will always be one of the eight primary points ot the compass: North, 
Northeast. East, ete,), Bek)w the plane are bars IrKltoating current altitude f n 
thousands of feet, and to the right is the plane's ID letter, 

(4) TERRAIN FEATURES: Atooonihe maparemountainSn storms, and 
restricted zones Planes must maintain an aTtiTude of at least four thousand feet 
over the mountains, and they should avoid storms and restricted zones 
altogether. 



1 COMPUTER ACCESS Ci 

1 COMPUHR ACCESS I 

1 COOENLlWBfD -3 






C-64 1 ATC 


fAR 




1 MARI T MS 


MSL 



BOEING 707 




2. THE COMMAND LINE: Just abovetiie Control Area Map is the CommarKi 
Line Here, messages are displayed as they are radioed between you and the 
aircraft in your area When you use the joystick to direct traffic (as explained 
in section Bi you wilt see your commands written out and you will then see 
the pilot s response. 

3, FLIGHT PLANS: Inthe upper right-hand sectionofthescreen are the Flight 
Plans for active aircraft In ^rarea The uppenmost letter in each column 
is a plane's ID letter, corresponding to the ID on the Control Area Map. Below 
the ID 1^ 'hp first letter of the origin and the first letter of the destinaHon fix or 
airport fQi that plane Below ihese is the altitude inthousandsot feet Aircraft 
that are waiting lo take off have a * m the ailUude field. 

4, THE CLOCK; In the upper lett-hand corner of the screen is the time -of -day 
Clock. Yourshift ends on the hour The passage of time in Oie simulation is 
meestimlln real-time, tnolherwords. ttie time pressures you experierice 
correspond exactly to ^lose experienced by real air traffic controllers.Tlmecan 
be accelerated t)y holding down Hie SPACE BAR while the simulation is 
operating 

5. ALARM AREA: Betweentheclockand the Command Line is the alarm area. 

Dangerous situations are repotted here. These Include incorrect exit altitudes 
and fixea, confttcts, and crastwe. 
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B. AIRCRAFT COMMUNICATIONS 



As Air Traffic ControNer, you direct the flight paths of all planes in your area. 
You must give precise instructions to each piiot indicating turns and aitaude 

Changes. Plaries mil fly straightand level unless othefw^ 

direct the activities of any aircraft in youraraa by estaUtohlng contact nvtth tt 

isntering the Command Mode Gvid issiMns instructions. 



1. ESTABLISHING CONTACT You can establish contact w*lh a plane in one 

Ottwo ways. One way is to type in the ptarw's ID letter, as displayed on the 
Contrd Area Map. The other way is use the joystick to move the cursor (the 
white rectangular box near thecenterofthemap) over the plane, and then give 

the joystick button a short push (less Than one second) 

2 ENTERING THE COMMAND MODE Whichever memod of establishing 
contact you use, you wtll automatically enter the Command Mode. To confirm 
this the image of the plane will turn into an arrow, the flight plan for that plane 
will turn whte. and text will be di^slayed in the Command Una; 

3. ISSUING COMMANDS To tell thepirol what dliBCtlonyouwantthe plane 
to fly. move the joystick left (4) or hght (2J until the arrow points in that 
direction To specify the altitude at which you want the pflol to fly, move the 
joystick uptl) or down [3) until the altitude bars undiM rirmw mdicate the 
proper altitude. PLEASE NOTE IMPORTANT: Each bar indicates 1000 teet 
ofaHttudt,andtheACTlW,fK>SrnOWofthepl>nel» rs pwse nle dnot 

by the ICON, iHJt by the BCmOM BAR. As you select the heading and 
altitude, the text on the command line will reffect the appropriate command. 
A short push on the joystick button and you will hear your command radioed 
to Ihe pilot and bear his Roger responst^ You can now watch the Control 
Area Map to see as the pilot begins to make the altitude and heading changes 

you gave. 

4. EXmNQ THE COMMAND MODE Once you issueaoommand (which 
always consists of both heading end altitude instnidiona), you will autoniati- 

cally leave the Command Mode, Note that these fatest commands wtll override 
any previous instructions If you want to exit the Command Mode without 
issuing a new set of instructions, simply give the joystick button a long push 
(greater than 1 second): the arrow will disappear and the plane will reappear 

5. STATUS: When the skies becomecrowded it is often difficult to remember 
What instructions you ha^«giventoWGh plane. Youcanaskapilotforhisstatus 
by selecting the plane wim the cursor and giving a long push (S^^ 




® 



TOWARD 
SCREEN 




C 64 lAP GCA 
ATARI 1 VHF 1 TCA 1 
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1 second) ortlhe joystick button Watch the command line and listen for his 
response. 

6. ADDmONAL COMMANDS: To pause the simulation, press the F l key. 
(©PTJON KEY - ATARI) To end the simulation and retum to the main opttei 
SCFem,pre8SlheF7 key. (START KEV-ATARI) 



a AIR TRAFFIC CONTROL 

1. INCOMING AIRCRAFT. Some aircraft will enter your control area from 
an ad}acenl area. The flight plan for each incoming aircraft is posted one 
minute before the plane beocnnes sefive in your area. When the plane enters 
your ,ir< a, the flight plan Ghmgescolorfrom grey to black {yellow to black 
for AT AR I) . and the p»ane appears, it now awaits your mstructions to 
complete its flight plan Incoming aircraft will aiwaysenter the arsaat an 

altitude of five thousand feet 

2. TAKEOFFS: Flights departing frofn airports m your area will post thejr 
flight plans one minute before they are ready for lake-off. The flight plan wili 
iwn a * h> the tfttucto ffekJ and wIM turn Uack 

To give clearance for take-off, type the plane's ID letter on the keyboard to 
enter Command Mode. Now use the joystick to mstruc^ttiepilottoclimbto 
thf^ desired altitude as descrrbed in section B3. Remember not to Start 
a lake-off when another plane is landma' 

AIR TRAFFIC CONTROL SVSTEM 




COMPUTER A) 
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COM PUTIR ACCESS 
COOENUHtn 


a 




C-64 


FSS 


HW 


AMRt 


AOL 


ssr 



e 



3, UWDING: Aircraft destined for an aiiport must be landed by heading the 
r^e dowi tf)6 runway and giving K clearance for Imiding (altit 

that have been do a re d for landing and have reached altitude 0 can no kx>ger 

be given turn coowntnds. Remember, aircraft must fand on the runway from 
the arrival sfde of tfie airport as denoted by the VOR tower. See the screen 

display diagram. 

4, HOLDING. Since only one aircrait can use a runway at a time, it may be 
necessary to put other planes into a holding pattern. A hold is a continuous 
full turn around a VOR tower at a particular ^tttude in either a clockwise 
(hold right) or counter-clockwfse (hold left) direction. An Incoming plane 
scheduled to land will automalicaUy hold at the VOR tower until deared 

to land. 

At times you will need to instruct a pJot to enter or maintain aholding pattern. 
Todothis^enterCornmandModeand push the joy stick in thede^reddirectio 
(left or right) until ttw'h^ symbol appears over the plane on theControl Area 

Map and the command line says "Hold at VOR" Then, vwhile still holding ttie 

joystick left or right, give the joystick button a short push and the commafKl 
will he given This command usually accompanies an altitude Change 
command tor a landing aircraft. 

5, EXITING THE COI^JTROL AREA: An aircraft that does not land jnyourarea 
must leave via the exK fix indk»ted in ito flight pl«i. Ml such aircraft rnuat 

at an altitude of four tfiouaAnd feet 



COMPUTER A 

COMPUIERACCiSS 
CODENMUER 


CCESSCODE 
9 , 10 






VFR [ 


SMR 


ATARI 


ILS 1 


GDI 



BOEING 737-200 




D. SIMULATION AIRCRAFT CHARACTERISTICS 

1- SPEED: The various types oi aire raft travel atdifferentspeeds. Light planes 
move two miles (2 grid dots) every mirHJte, jets move4miie5 every minute> and 
the Concorde moves 6 miles every minute, 

2. ALTITUDE CHANGES: Air of the planes haveadimh^descent rate c^one 

ttrousand feet per mile (grid dotl 

3. TURNS All three types of plane have a turning radius of 1.5 miles. 
This gives an effective turn angle of 45 degrees per grid doL See the turning 
diagram. 



to 
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COMPUTER k 






CMPUTERACCaS 

fOtrMW/MltH 


11 


12 




SID 


IHI 


III MAM 


VFR 


HSI 



To make a 360 degree lum requires a 3 mile drametsr and algtit 45 degree 

turns ihflT can he accomplished ai each grid dot, 

E. INFLIGHT RESTRICTIONS 

In order for air traffic to proceed safety 
through yourarea several requireme nts 

must be met 

1 . AiRCRAFT SEPARATION: The first 
ar)d foremost of these requirements is aircraft separation. You must maintain 
a one thousand foot separation in attitude betwemabcnAflying within tima 
mitesofeachother.Noiethatplanes may ftywKhinllme mllesof each otherif 
they areseparated by at least tOOOfeet, or they may fly at the same altitude 

if they are al least Three miles apart Failure to meet the aircraft separation 
requirements will result in a "conflict " condition and a possible mid-air crash, 

2. BAD WEATHER: Occasionally severe weather (thunderstonrts) will move 
through area. Planes must avoid this or they vrilt crash. 

3. MOUNTAINS: A plane will also crash if it does not maint^ M attltu^ 

of at least four thousand feet over mountainous areas. 

4 RESTRICTED ZONES Planes must Hsk being shot down by nervous 
security personnel if they overfly the Washington Monument/White House. 

5, FUEL, Planes carry a limited amount of fuel and will run out if delayed 
excessively. Planes that are landing at airports in your area have only fifteen 
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minutes fuel from the time they enter the area All c^r planes start with 60 

minutes of fuel. When a plane's fuel supply gets below eight minutes it will 
contact you and declare an emergency Vou should dfrect the plane to land 
the nearest airport tor refueling If you allow a plane with a fuel emergency 
to exit your control area, you wili disrupt the air traffic in the adjoining areas 
whkrfi will cause iiKomlngplariestohavetowfuel C^ on the higher 

skill levels, you may get itoaft entering your 
area already wfth low lurt 

R CONTROLLER 
EVALUATION 



COMPUmi ACCESS 


pCESSC( 






C-64 


TDZ 


PAR 




fum 


1 OCA 1 


1 MOA 



When your shift erxte (on the hour), you will 
be given one month's salary based on your current GS rating and bonus pay 
based on your performance $100 is pa^d for each flight completion. S200 is 
paid for each successful emergency landing, and $100 is subtracted for each 
minute offllght delay caused. 
Should you commit a major error, the game (arxl yourcareer as an Air 

Traffic Controller) will be over Mafor errors Inrfi j'Ip 1) crashes. 2) bad exits, 
3) letting a plane wuh an emergency leave your area. 4) conflict time greater 
than onB minute, or 5) fflghl delay time greater than 45 minutes. 
If you commit nomajorerrorsandyourconflk a tlniateleaslharTaOaecondBL 

you will be promofed to the next GS rating 

At this point you have the option to (1) 90 on to your next shift. (2) show 
an instant replay of the scenario just completed. (3) save the previous scenario 
to dlsk for later replay, or (4) go back to the main option screen. As before, 
your option IS selected by typing theappffopf M amimbef ormov^the 

joyslirkao'! i ■, .^'-. n-; , ^ 

G. TIPS FOR BETTER PLAY 

1) Pl^nahead Watch the flight planareaforthenexfplanetobecomeafifiMt 
ancT decide what lo do with it before it enters your area When it enters your 
area, give it the appropriate command as soon as possible. 

2) Use as few comm»Kl& as possible to completo a flight plaa The air 
traffic lanes are set up so that moat Mghl plans can bft c o mp lelB d with aslngte 

altitude and heading change 

3) Stay at skill level one until you become proficient. A*r traffic increases 
With the skill level, causing conflkrts for the mexperienced player. The 
constant noise of the conflict warning is quite annoying 

4) Use altitude as well as spacing lo avoid conflicts Planes in a holding 
pattern can be slacked at different altitudes, landing ihem one at a time and 
shifting the others down. Remember to start the descent commands with 
the lowest aircraft first 

5) Stacking can be used in takeoffs to gf \ many p lane* Off Ih© ground In a 
short penodof time. The first piane is commanded lo climb to four thousand 
feet, the next plane to three thousand feet. etc. This mamlains the required one 
thousand foot separation even though all planes are dimbing. 

6) Handle takeoffs and landings in groups Thai is, do a series of takeoffe, 
then a series of landings. It is very diffk;:uit to mix the two without causing 

a conflict. 

7) Whenthe^iesgetcrowded.deiaythetakeoffe. Itbmuch better to haw 
flight cfelays Than to have conflicts or bad exits. OelayfnB light plane takeoffe 

is especially useful since they move slowly 

8) Remember, the bottom of the altitude bars represents the plane's 

position over tfie grourKJ- ft is this part of ttie plane picture that must pass 
over tfie ttcH fix for a piDper exit 
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Ill CONTROL AREAS 
WITH MAPS 



COMPUTER A4 












II 064 1 




HT 


i ATARI 


ASR 


lAF 



A. ATLANTA, GEORGIA 

The central feature of thisMM^ftiBWHfiam B. HtfMlBUAIMtllfllBr- 

nationaf Airporl Air traffic here consiipli^ntrrefy of jets. wiTh equal numbers 

of depariures. arrivals, and transits. WMher is always good and the terrain 

is basicatiy flat 
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B. DALLAS-POnTWORTHTEXA» 

Here we have the extremely busy Dallas Fort Worth IntornatkHial M 

(OFW)and the bothersome Dallas Love Field. With the large volumefrfdepar- 

lures and arrivals here, flight detays can be disastrous. And just when you get 
alT of the jets sorted out, up come some light planes from Love Field! Fortunately, 
the weather is usually okay here and the terrain ts fiat 



a DENVBt, COLORADO 

This area contains Stapleton Intematkmal Airport Air tTBffic consists 
of let departures and arrivals with some through flights. There are mountains 
to be avoided here and the weather can be terrible. 



a WASHINGTON, D.C. 

This IS a very difficult area to conTrot First, there are two large airports: 
Dulles InternationaL and Washington National Secondly, air traflic consists 
Of three different speed classes of aircraft light planes, )ets and the supersonic 
Concorde. AdditioraMy there b a ivelrkM area over which alrcran 
prohiUted. 



E. NEW YORK, NEW YORK 

This one will drive you crary. Balancing the depanures and arrivals at the 
John F Kennedy International and LaGuardia International airports with the 
heavy volume of through flights lakes tremendous concentration. If you can 

handle the busy 

Shifts heiB you \ ^ CESSNA SKYMASTEfl 

should consider 
t>ecoming a 
real air traffic 
controller! 
(Or maybe 
you^ready 
areonel) 
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LEGEND 



AERODROMES 



RUNWAY SHAPE 



RADIO WDS TO NAVIGATION 




AIR TRAFFIC SERVICES AND AIRSPACE INFORMATION 



A 



133' 



77^ 3^' 




T 



0 amm 

CBNB i 



126.5 285,5 d 




Ahwojis UMWoolton 



Inhwnint LondbiQ Srvtoffl 



Aliwoytmenocflon/Non-CompuisorvRepc^ 

IMW OullKWd br NovjQoNonal AkI 

LongMe latiiude in DeQreesQi^d Mfnures 



Navigational Aid identiner 
DENVER - Name DEN - Letter idenlifiif; 
— Morse Code Tor idenntier, 

- VOH Ffequency; Ow 117 - Tocon 
OENVBt - OM Sign of Locol FUgW Servtcfi 



Air Traffic Conirol Cenrer Identifier, 
wim Sedor Name, VHF and UHF Frequency 





special Use Airspace 
PiDtiitMlea, Re9rK;t«] or Warnjng Area 
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IV APPENDIX 

An TRAFnC CONTBOL TBUWS 



AOF 

' 1 - ■ 1 


automatic dirvctlon 




AOL 


above ground level 


ARINC 


Aeroneuticil Radio. 

Inc 


A5R 


airpon sitfvefllance 

radar 


ATC 


air Uafi>c corttrol 


ATIS 


autornated lerminal 
tnfonnatlon wrrica 


GDI 


GDunedevMen 
Mlcilor 


CRT 


ctlhodB nytube 


DF 


iWriirrMi ii ITii fttn n 

ONaGDon anonQ 


OH 


datiiton ha^ht 


DME 


distance maaaurtng 
equipment 


ELT 


emergency locator 
Transrnirter 


FAA 


Federal AvialK>n 

Agency/AdmhMiafiDn 


FAF 


final approach fix 


FAR 


Federal Air Ragiiatkm 


FSS 


flight service station 


GCA 


ground conVolM 


HM 


1 myiii HMiw M|Aji 1 


HAT 


touchdown 


HSI 


horizontal siluatkon 
indicator 


lAF 


initial approach fix 


lAP 


iRSiruineni approacTi 
procedure 


ICAO 


Intematlortcd Cl^ 

Aviation 
Organization 


IFR 


instrument (light rules 


ILS 


instrument landing 
system 



INS Internal navigation 

ayttom 

L0RM4 lofigfvqtnavlaaQon 

MDA rrMmum davcent 
aMtuda 

MSL mean sea level 

NDB nondlrectior^ beac o n 

NOT AM notice to airmen 

OCA ooeanlocontrolama 

PAR pradslon-approadt 
ridar 

BNAV area navigation 

SID standard lostmment 

departure 



special VFR spaoWVIiual flight 



njiie 

SST aupaiaonlcnmpoit 

STAR standard temilnal 

arrival route 

STOL short takeotland 

land>ng 

TACAN TacTir ai Air Navigation 
TCA terminal oonirol area 

TDZ touchOov^n zone 

UHF ultra high frequency 

VASI visual -approach slope 

Indicator 

VFR visual flight mles 

VHF vary high frequency 

VOft very-high-frequency 

omnldfcrBEllQnal lange 



VOR/OME very-high-frequency 

omnidirectional range/ 
distance measuririg 
equipment 

VORTAO ground radio naviga- 
tion sta' ' nrri^irning 
yOR/DME and TACAN 

VTOl. vertical takeofland 
landing 
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A. ATLANTA TERMINAL CONTROL AREA MAP 
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B. DALLAS FORT WORTH TiRMINAL CONTROL AREA MAP 
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C. DENVER TERMINAL CONTROL AREA MAP 
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D. WASHINGTON D.C. TERMINAL CONTROL AREA MAP 




E. NB/V YORK TERMINAL CONTROL AREA MAP 
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SOFTWARE AND PROJECT IMPLEMENTATION: 

Andy Hoi lis 

PRODUCT CONCEPT: 
SU Meier 

COVER ART: 

Dm Martin 

DOCUMENTATION 

Andy Hohis, Ed Bever, GeofQe Geary, BiN Siealey, Sid Meier 

ATARI TRANSLATION: 
Edward N-Hffl, Jr. 

TITLESCnEEN ART: 

MIdhMlHaliB 



Pontons produced wJng copYnghied producia oi Monarch Data Systems 
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APPLE OperatirtgsysTfrvi isropyrightadby Apple CompuieT Inc., 
wHh portions also copv"g'''ea by Diversified Soltware Research, Inc. 

Integer Ronlime Library copyrighled by Galfo Systems 
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Soltw»« Aulhoftll 
MicroP'ose is itMys searching for new people, idees and products. 
SOWecan bnng 'he most challenging and tun products lo our customer*. 
H you are working on or have a good idea lor quality entcnammenl, 

educBtlonsI, or utility softweie. call or write to toTTI We woM 
on our toem and make you a WcroProee paitnaill 



IS 
AIR 

TRAFFIC 
CONTROL 

FOR YOU? 

If you're interesled in air traffic 
control, but have no previous 
experience, it's important that 
you visit an air traffic facility rwar 
you — more than one, if possible. 
Because tt^ere's a wide variety in 
work loads; what is a brisk after- 
noon at one tower, for example, 
mighl be a snail s pace at another. 

Virtually all controller Jobs 
involve shift work because most 
facilities operate on a 24-houT 
basis. The exact rotation of the 
shift is usually determined by 
the Individual facitity. but it could 
be that you might work several 
weeks from midnight to 8 a.m. 
followed by several weeks work- 
ing from 4p.m. until midnight. 
Your days off mighl not (all on 
weekends. So if you re a nine- 
to-five type, you probably aren't 
suited for air traffic control. 



The Critics Said No One Could 
Top Our Simulations.., 




) PROSE 



\ * ^- A n r 

FOR ¥OVH ( OMMOIMIRK^. APPLE II, IBM PC/PC JR., ATARI XL XE 



l^dl) IJ\KEE^0NT DRIVt ■ HLNT %'ALLKy, MIJ L^liCfd * CttlU Ii67 U5l 



AiF^D PROSE 

SIMULATION • 

120 Lakefroni Drive. Hunt Valley. MD 21030 

(301 J 667-1151 



